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ABSTRACT. In this project, we designed a scenario description language for video games that are cat-
egorized as RPG (Role Playing Games) or Adventure Games, and developed a prototype IDE (Integrated
Development Environment) for the language. Target scenarios are developed with the IDE and finally trans-
formed into XML data, which can be saved as files. However, scenario data are kind of programs whose
executions are characterized by the state transition model. Scenarios developed with the IDE are more
structured than scenarios written in traditional script languages for games. Hence, the language and the
IDE improve productivity and enable us to check consistency between states in a scenario automatically.
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*labell501
IF flag(31)
IF flag(32)
GOTO labell504

1 THEN GOTO label1502
1 THEN GOTO labell503

*label1502

; 31000000000000000O0O0
SHOWBG "background_01.gif"

SHOWIMG "character_01_01.gif"
PRINT "OOOOOOOO"

WAIT

PRINT "OOOOOOOO"

WAIT

GOTO labell504

*1labell503

; 3200000000000000O00O0
SHOWBG "background_02.gif"

SHOWIMG "character_01_02.gif"
PRINT "OODOOOOOO"

WAIT

*label1504
; 00000

01 000000000000C0000O0

gooboooobodooboooooboooobooon
gboooooooooboobooobooooooboooboo
goboooobooooooooooooboooboobooood
gboooobooboooooooboooobooobooooboooboo
000000000000 0000DO0O0O0O0O0OoOo/o
0/00000000000000000O00O0D0OOOOO
gooooooooooooboOooooooooooOoon
000000000000 000000000000*0
oooooooo

gbooboboooooooooooobooboboOooo
gooooooooooobooooooooooooon
gbooooooooooooobooobooboobooooboo
goo0oooooooooboOoooooooooooon
gboooobooooboobooooo

goooooooooooboooooooooooon
gbooboboooooooooobooobooboobooooboog
gooboobooooooooooooboooboooboo
goboobooboooooooooooobooobooboooobog
goooooooooooooboooboooboooboo
gboooooooooooobooobOoOobOOoooobog
goooooooooooooobooboooboooboo
goboobooboooboooboobooboooboobooood
gooooooooobboooboboooboboooo

2 00

goooooocoOooboOooO0o0oOoOo0oO0OOoDOO0Oo0O00n
00o0ooooo0ooOooRPGOOOOOOOOOOOO

100000000000 0000000000000000000
goooooooooo

oADVOOOODOOOOO0O0OOO0O0O0O0OO0O0O0O0O

gboboobooooooobooboooooboobobooDo
oooooooooooobooooboooooooooooo
goboobooooooobooooboooooooboooobo
ooooooooooooooooooo

l)Joo0ooO0ooOooooooo
2) 0000000000000000000
3)y DDooDOooooo

gboooooooboooboooboooboooooooo
ooooooooooooooboooooooooooon
goboooboobooobooobooboooooooooobo
oooooOooboooooOooooOooOooO0oOoOoOoOoon
gobooobooboooooobooboooooooboooobo
oooooooooooooooooaoao

3 00

gooooooooooboobobooboobooooooo
goboooboobooboobooooooooooa
goooooboooboooobooboooooooooobo
goooobooboobooobobooooooooood
goooobooooooooooooooooooobo
ooooooooooooooboooooooooooo
ooboooo

gooooooooooooo

gboooooboooooobooboobooboooboooooooo
goboooboooboobooooboooodooooooa
goooooooobooobooooboooooooboooobo
oooooooooooooobobooooooooooo
gooooobooobooooboooobooobooooooooboo
ooooooocOoooobooobooooobooobooooooo
gobooooboooobooooboboooobobooooo

ooooooooooooobooooooooooooo
goooobooooooobooooboooooooboooobo
00000000 if0 gotoOOOOOOOO0OOOOO
gobooobooboooooobooboooooooooobo
ooooooooooooooboooooooooooon
gobooobooobooooboobooooooooboooobo
oooon

goooooooooo
ooooooooooooboobooooooooooooo
gobooobooboooooobooboooooooooobo
oooooooooooooobobooooooooooon
uoboooboobooobooobooboooooooooobo
oooooooooooboooboooooooooooon
goboooboooboooboobooooodoooOooobo
goboboobogoooooooobooboooooboboDbo
gobooobooooooboooobooooobod

ooooooooooo
gbooooobooooboooboobooboooooooo
oooooooboooooOooooOoooOoooOoOoon
goboooboooboooooboobooooooooboooobo
oooooooooooooooooaoao
gbooooobboooobooooboooobooooo
goboboobo0ooo0ooobo0oooboooo0oooboooDbo
gobooobooobooboooooooooooboooobo
goboooboooooobooobooooooobooooDbo
goboooboooboobooboooooooooooa
gobooobooooooboooboooooooboooDbo
gobooobooboobooboobooooodooooooDoa
gooooooooooooobooooboooobOoo



gooooooooooooboooooooooooon
gboooooooooooooboooboooboboooboo
ooooooad
gooboooooboOoooboooobooboooobooon
goooooooooooboOoooooooooooon
gobobooobobooobooboobooobooooobooo
goooooooooooboOoooooooooooon
gboboobooooooooooboobooboobooooboog
O0000000000000 gotoOOOOOOOODO
gbooboooooooooooboooboUobooooboo
goooooooooooooooooooooooon
gbooobooooooooboooobooobooboboooobog
goooobooooooooobooooobobooo

4 OO

gboooooooooooooooobooboOooo
gooboooobodooooooobooooooboood
gbooooooooooooooboooboooooboooboog
gooooooooooooboooooooooooon
gboooooooooooooooobooboooooboo
goooooooooooboOoooooooooOooon
gbooooooooooooobooobooboobooooboo
goooooooooooOooboOoooboOooooOon
gooooob0ooooooboboboOoboOooooboooo
goooooooooooooOooooooooooon
gbooobooboooooooooboooboooobooboooboo
gooooooooooboooOooooooooooon
gboobooooooooooobooobOoUobOooobooo
goooooooooooooooooooooooon
gooooboooobooooooa

gooobo0oooobOO0ooO0ooooOb0oooboDbO00o0oDn
gboobooobooooooooooboooooooobog
gooooobooooooobooobooooooboooboog
gbooooobooooooooooooboobooboooobod
goooooood

goboooboooooooboooooo

goooooboooooooooobooboooboobooD
gbooooboobooboooooooboobooobooboooodg
gooooobooooooobooobooooooboooboo
gooooooooobo

goooooboooooooooboobooobobooo
goboobooooodooooobooboobooboooobod
goooooboooooooooobooobOoooOboooboo
gobooboboooooooooboobooboooood
gooooboooooobooobooooboooboooboo
goboobooooodoooobooboobooooobod
gooogo

gboobobooooooooobooboobooon
gboooooooooooboooobooooOooooboooboo
gooooooooooooboooooooooooOoon
gboooooooooooooobooobOoooboooboo
gooooooooooooboooooooooooon
gbooooooooooooobooobooboobooooboo
ooood

gboobobooooooooobooobooboboOooon
goooooooooooooOooooooooooon
gbooobooooooooooooobooboobooooboo
goooooooooooboOoooooooooooon
gboooooooobooobouobooboobooooobog
gooooooooooboboOoooooooooooon
gboooooobooobooboobooobooboooobog
goooooo

ooooooooooooboobooobooooooooooo
0oo0o0oooooooooooboooooooooooon
oooooooooooooobobooooooooooo
ooooooooooooooboooooooooooon
ooooooocOoooobooobooooobooobooooooo
ooooooooooooooobooooooooooo
ooooooooooooooobooooooooooon
o0oooooooooooooooooooooooo

oooooooooooooobooooooooooon
oooooooooooooooboooooooooooo
ooooooooo

goooooboooobooooboboooobooboooo
ooooooooooooooooooooooooon
goooooobobooooboooobboboooobobooo
ooooooooooooooboooooooooooon
goboooboocoooboooo
O000oooo0oo GUIDoOOoOoOooooooooo
goboooboooobooooboobooooooooooboooobo
gooboobooobooobooooooobooooboooDbo
O00oooOoOooo GUlooooooooooooo
goboooboooo
gboooobooobooboooboooboooooooo
goboboobooooboooboooboooooooboooDbo
goboboobooobooboobooobooooooooboa
goooooboooboo0oobooobooooooooooDo
goboooboooboooooboobooooodoooooono
goooooboooboooobooooooooooooooDo
gobooobooooooood
00000000o0oooooooooo GUIoDOoOoOo
gooooooobooobooboboooodooooood
gooooboooooooooboooOooooooooDo
oooooooooooooobobooooooooooo
ooo
ooooooooooooboobooooooooooo
goboooboobooooooobooboooooooooobo
ooooooooooooooooooo

gbooooooooooo
oooooooooooooboobooooooooooo
gobooobooooooooobooooooooooobo
ooooooo
goboooboooooooooo

0000000000 oooooooooooo
goodoooooooooooobooooooon
gd0oo0oooooooooon
000000000 DO00o0oOoooooOooooo
gooooooooooooooooooooono
J00000000o00oooooooooooooon
goooooooooo

OO0 invariant 00000000 OOOOOOO on
go0odooooooodoooooooooonoon
Joooodoooooooooog

oooooooooooooboobooooooooooo
oooooooooooooobooooooooooon
oooooooooooooobobooooooooooon
oooooooooooooocboooooooooooon
oooon

5 0DO00Oo0O0OO

gOooOooOoooooooOooOobOooDoOooo 200
goooboooooboooobooobobooooboobooa
goooooboooooooboobooooooooobo



REDKEERFT
SRELEHDES

JRREDBMIREEIZ
HCT. RO TR
HNDRIZETT S
TOvI%ERE

BYINEIC
LBy

MERREIRRT
REICEHAFIRE

FLA¥—

02000000

goboooooooooocoobooo

gooooobooooobooobooooobooooboooooo
ooo0oo00o0o03oo0oo000000oooo000n0o
goooobooooooobooobooooooooooo
obooooooOoooooooOoboOooOooooood
oooooooooooooooooOooOoOObobooboooo
gooooboooooboooboooooooooboooooo
ooooooooooooooooooooboooOoOoa
gooooooooobooooboobooooooooooo
gooooboooooooboobooooooooboooooo
oooooooooooooooooooboboooooo
goboooboooooooobooooooobooboooooo
oooooooooooooooooooooooooa
ooooo

6 D0000O000O0OO00oOoOoooo

0000000000000
0000000000000000000000000
00000000000000000000000000
00000000000000000000000000
00000000000000000000000000
00000000000000000000000000
0000000000000000000
0000000000000000000000000
00000000000000000000000000
00000000000000000000000000
00000000000000000000000000
0 202,0000000000000 ;0000000
00000 B;00000 C;0C;c[[v;000000
0o0o000(z,...,2,) €C; 0000000 B;0000
000000000000 VYjvkCjUC,=¢0000
0000000000000000000 200000
00000000000000000000000000
00000000000000000000000000
000 2 000000000000000000000
¢, 0000000000000000000000000
00000000000000000000000000
00000000000000000000000000
0000
0000000000000000000000000
0000000000000GUIN0000000000
00000000000000000000000000
00000000000000000000000000

goboooobooooooocooobooaoo

goooooooooo

1) D000 ;000000

2) if3js.t.(zo,...,zn) € Cy
then goto 3, else raise error

3) 0000 B;00000000000D0000000
goobOOobOOoboobooobooo

4)000000000000000D0O0O0O0ODOOD
gooo

5) 2000

ooooooo
ooooooOoooOO0oO0bo0ooooooobooog
ooo0oooocOooboooOooboOooboOooOobOooOoooo
00000000 Enumerate 00000000000
Enumerate 000 0000000000000 000OO
ooooooooOoOoOOOoOoOoOoboboOOODOOOOOO

gooooooboobooboDbo
00o0o0o0oO0oo0oo0oo0oooooooDoooo
XMLOOOOOOOOOOOOoOooooooooooog
gooogoooooooooooobooooooooo
00000000000000 falseO true0 00000
O Enumerate 00000000000 FlagOOOoOOO
00000 FlagOOOOODO false000 FlaglDOOO
000000000 TextOOOOOD Print0000O0O
goooobooboboboboooboooboobooo
00ooooobooooo

<?xml version="1.0" encoding="utf-8"7>
<LapisData>
<Definition>
<VariableClasses>
<Enumerate>
<Name>Flag</Name>
<Items>
<Item>
<Value>false</Value>
<Text>[ </Text>
</Item>
<Item>
<Value>true</Value>
<Text>0 </Text>
</Item>
</Items>
</Enumerate>
</VariableClasses>
<Variables>
<Variable>
<Text>0 00000 </Text>
<Name>Flagl</Name>
<Class>Flag</Class>



<InitialValue>false</InitialValue>
</Variable>
</Variables>
</Definition>
<Scenario ID="Root##1">
<Switch ID="Switch##1">
<Text>0000000000000O00O</Text>
<Variable>Flagl</Variable>
<Cases>
<Case Condition="false">
<Block ID="Block##1">
<Let ID="Let##1">
<Text>0 000 000O</Text>
<Variable>Flagl</Variable>
<Value>true</Value>
</Let>
<Print ID="Print##1">
<Text>O0 0000000000000 </Text>
</Print>
</Block>
</Case>
<Case Condition="true">
<Block ID="Block##2">
<End ID="End##1" />
</Block>
</Case>
</Cases>
</Switch>
</Scenario>
</LapisData>
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